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elcome to Secret and Hidden Doors — a list of unique not so obvious doors you can 

add to your dungeon rooms and ruins to add interest and immersion in any 

exploration of dark, decaying, and dangerous corners of your game world. Why 

have a simple hidden door or a trapdoor under a rug when you can have a highly 
descriptive one that sets the scene for what lies beyond it? Use these ideas to stimulate your 
player's creative juices the next time they encounter a dungeon door. 


Below you will find twenty-five secret and hidden door descriptions that you can drop in any 
time you need to jazz up an area of a dungeon, ruins, necropolis, or other mysterious location. 
Or grab one on the fly when the creative energy at the table seems to be flagging to get them 
curious about what might lay behind such a tempting hidden door. Feel free to shape the details 
to fit your needs in any given scenario. 


So, what are you waiting for? 


Take any item or items on the list, apply a little imagination, and make your player's encounter 
more memorable. 


May all your adventures be spectacular! 
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The door is built into the paneling that covers the walls and is hidden from all but the sharpest 
eyes. The mechanism to open the door is the two sconces situated on either side of the 
entrance door. Each must be turned ninety degrees away from the door to cause the secret 
door to unlatch. 

The floor is made of massive marble squares carved so fine that the seams between the stones 
are barely visible. A small finger-sized hole is hidden under a piece of heavy furniture pushed 
up against one of the room's walls. If the item is moved, a finger (or a similar-sized object) can 
be placed in the hole to press a small button within. Once pressed, one square rises on four 
thin pillars two feet into the air, revealing a set of stairs leading down. 

The walls are covered with light tan wainscoting and hide a three-foot-tall secret door. The 
door is undetectable unless one taps it and recognizes that it sounds hollow beyond. The door 
can be opened by pressing a tiny button, which looks like a poorly hammered nail, to the left 
of the door. 

A pair of decayed leather boots sits on the floor to the left of the entrance door. If inspected, it 
is obvious that they are glued to the floor and that if lifted, they will be opening a concealed 
trap door. 

A bench is screwed into the wall to prevent it from being moved. A wire-thin hole is in the 
back of the chair. A click is heard if a thin wire is inserted, and the bench and wall beyond can 
be swung open. A clue to the existence of the secret panel is small scratches on the floor near 
the bench legs. 

An alcove in the room's wall holds an angelic statue firmly attached to the alcove. Beyond the 
figure is a small concealed door with a small key lock that is difficult to reach. If this concealed 
door is picked and opened, it contains a small space containing a pull handle. Pulling the 
handle causes the ceiling in the center of the room to collapse, and a rope ladder unfurls. 

This concealed door is obvious to even the casual observer because decades of moisture have 
caused it to warp out of shape. However, it is firmly wedged into the space and will take a 
great effort to open. 

A dumbwaiter is concealed behind a decorative panel in the wall. It easily slides aside to reveal 
a three-foot-wide space heading up and down. It looks like the rope used to move the 
dumbwaiter has long ago rotted away. 

The room is filled with (empty) bookcases firmly bolted to the walls. The bookcases are worn 
and have several holes from some long defeated insect infestation. One hole goes all the way 
through the bookshelf and into the wall. A stiff, bent wire inserted into the hole can wrap 
around a latch at its end. Then a simple tug on the wire causes the bookshelf to unlatch and 
easily swing from the wall, revealing a space beyond. 

A large X is engraved into the floor. The engraving is two inches deep but only one-half inch 
deep at the intersection. If this button is pressed with considerable force, it activates a 
mechanism that unlatches a panel in the ceiling. 

Some chipped paint reveals some putty filling in a seal. If more paint is scraped off, a door is 
found, its seams filled with putty and smoothed out so the paint wouldn’t reveal its location. 
A well-furnished study has a checkers board set up and ready to play. If two people play a 
game of checkers and the one with the red color wins, the center four squares of the checkers 
board slide away, revealing a button. When it is pushed, a secret compartment in the nearby 
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wall opens, large enough for a small creature to crawl through to whatever is on the other 
side. 

The walls of this room are made of roughly mortared brick. Someone proficient in stonework 
will notice that a door-shaped section of brick and mortar is a slightly different color than the 
rest of the room’s brickwork. 

This room has been thoroughly tossed and looks more like a garbage dump than a once- 
functioning room. Someone brave enough to dig through the rubble will discover a trapdoor, 
its hinges rusted shut from decades of moisture and disuse. 

If the drop of melted candle wax on the floor is examined closely, a slight breeze will be felt 
flowing through the wall. With that revelation, a very faint seam can be found, revealing a 
hidden door and a pressure plate on its side that opens it when pressed. 

A player piano sits on an ornate circular rug in one corner of this room. If it is activated, it plays 
the piece spooled in it, and on the last note, a loud click is heard on the opposite wall. The 
music caused the hidden door to unlatch. 

A faded mural depicts a life-sized room scene with a door on its far wall. The door is real and is 
weaved into the mural so masterfully that it looks like part of the painting. 

A half-rotted bed has collapsed onto the floor. A trap door will be found if all the debris is 
cleared away. 

A set of hinges and a door handle are lying on a table, with screws and a screwdriver. If the 
tools are used to screw the hinges and door handle into the wall in a door-shaped pattern, a 
functional door appears, leading to the nearest open space in that direction. 

A thick glass pane with water behind it takes up an entire wall. A door can be seen beyond the 
water. One could get to the door by breaking the glass and dealing with the consequences. Or, 
a careful search of the ceiling reveals a secret door that leads to an open space above the 
water that can be used to reach the far door (which is on the other side of an equally 
transparent glass pane. 

A six-foot wide floor-to-ceiling mirror covers one wall. If a cold breath is blown onto the glass, 
words appear that, when read, cause the mirror to turn into a portal. 

A hand crank is built into a wall. Turning it slowly does nothing. Turning it rapidly generates a 
high-pitched whining sound, and if it is done long enough, sheets of electricity spark down the 
wall next to it, revealing a passage. 

Some scratches on the floor suggest the wall rotates and leads somewhere beyond. An 
investigation uncovers a pressure plate. If it is activated and the section of the wall is pushed, 
it spins open. 

The wall has a small brass plate set into it about three feet above the ground. If examined 
closely with a magnifying glass, writing is found. If the words are spoken, a red light shoots 
from the plate, traces a door shape in the wall, and then fills the door shape with red light 
emitting a slight amount of heat. While active (about one minute), creatures can pass through 
the door without injury. 

Several small magnets sit in a bowl in this room. With a bit of effort, a group can find places on 
the wall where they stick. If all the magnets find their homes on the wall, a click can be heard, 
and a secret panel opens slightly. 
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